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1. Fosters Home Zone 


This section will given a high level overview of the entire zone. 
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1.1. HIGH LEVEL OVERVIEW 


This is the second primarily indoor zone in Park Project. It is as large as 
a regular zone, but it is broken up into “rooms”, has a “ceiling” skybox 
and “carpet” for the floor. The only exception to this is the “backyard” 
which is a typical outdoor area. 


This zone should give the player the opportunity to interact with the 
Foster’s Home characters and to explore the Foster’s Home. As its 
entrance is placed in the Wilderness Zone, it should be equal in level 
with the Wilderness Zone. This makes it a bit more difficult than the 
Suburbs and the Downtown area. 


In this zone the player characters will encounter the various characters 
from Foster’s Home. They will also discover that Lord Fuse is actively 
trying to capture the imaginary friends and study them. He is hoping to 
use what he learns so that he can begin sending his monsters out into 
the world as imaginary friends for everyone. He will use this method to 
spread his monsters and Fusions all over the world. 


Because this is set actually inside Foster's Home, it should resemble 
the series as much as possible. The theme music should come right 
from the series as should the sound effects. 

The following areas are in the zone: 


Main Level — This is the level where players enter the zone. They come 
in through a foyer where on the wall are the “friend of the month” 
pictures. However, rather than Friends, this is actually a leader board of 
the player characters that are leading in the environmental puzzles in 
the zone. 


Upstairs — The upstairs houses primarily a maze of the bedrooms of 
the characters. There are a variety of environmental puzzles there that 
reflect the various characters in the game as well. 


Backyard - In the backyard the player characters can race go-karts, 
check out the greenhouse or visit the stables filled imaginary horses. If 
they are brave, they can even venture into the crypts that are beneath 
the house.. 


Basement — In the Basement the player characters discover that the 
Scribbles have been let out of the Forbidden Room by the monsters and 
are now lost in the Labyrinth. Also located here is the Beauty parlor 
where the players can change the appearance of their character. 


Transportation- Player characters wanting to move to upper levels 
must climb into the dumb waiter and ride up. Players wanting to move 
down must slide down a crazy, twisty and winding banister, jumping off 
when they get to the level they want. 


1.2. FOSTER’S HOME FOR IMAGINARY FRIENDS 


Our second interior space is Madame Foster’s home for abandoned 
imaginary friends. This towering Victorian home has an unlimited 
number of rooms serving almost any purpose imaginable and a nearly 
infinite number of hallways. The many-themed rooms can house any 
sort of environmental puzzle or minigame. Mazes and labyrinths can be 
created from the innumerable doors and hallways. The surrounding 
yards should be equally as imaginative. Even the enemies can mirror 
the wildly diverse forms of the imaginary friends housed within. 


1.2.1. ARCHITECTURE 
The Victorian mansions should remain true to its portrayal on the show. 


The exterior should remain littered with windows, balconies and turrets 
as best as can be recreated in 3D. The interior should also keep the 
madcap yet intricate, offset details and washes of color which vary from 
room to room. Here again the layout should be used to maximize the 
inclusion of environmental puzzles. 
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1.2.2. TECHNOLOGY 


Technology within Foster's home should be limited to common domestic 
uses with some exaggeration. Though the world outside is somewhat 
futuristic, the inclusion of devices here should still carry the abstracted 
Victorian detail of the home itself. 


1.2.3. FLORA 


The plant life surrounding the home should be as wild as the characters 
within. A winding hedge maze made of skewed tall bushes winds its 
way through the backyard featuring marble statues of our Foster’s 
NPCs parodying actual art (Bloo as Cupid, a cubist Coco, wilt as the 
Thinking Man, etc.) A garden of topiaries like the one in Edward 
Scissorhands looms nearby. 








1.2.4. SPECIFIC SHOW LOCATIONS AND PRESENCE 


While most of the homes layout is not specifically mapped, a few key 
locations should be included. 


Through the main entrance is the foyer featuring the main stairwell and 
a wall featuring a gallery of the Friend of the Month portraits. This 
gallery can be used to reward players as well. To the left of the stairwell, 
a bust of Madame Foster sits atop a pedestal. 


fr. 
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To the left through the foyer one arrives at the dining room featuring a 
extremely long table to accommodate the many residents of Foster's. 
On the far end sits the door to a large kitchen. 











To the right of the foyer should be Mr. Herriman’s office. Herriman’s 
desk sits in front of a series of large curtained windows. To one side sits 
a supply closet filled with nothing but busts of Madame Foster. Atop a 
small shelf high up on the wall is a box marked “Things an Imaginary 
Friend should Never Ever Touch.” 


Atop the stairwell begins the countless hallways. A standing map may 
help players navigate to the key rooms, or dividing the floor into 
architecturally distinct styles. 





A few character-specific rooms should be included. Bloo, Wilt, Coco and 
Eduardo all share a room. Key elements here should be a bunk bed, a 
nest, a box of stuffed animals, a basketball hoop on the wall, a puppy 
crate and a framed desktop photo of Mac. 


Frankie's room's main feature is her bed and a desk on which her 
computer and video camera sits. 


Madame Foster's room should look a little cleaner and older then the 
others and include a rocking chair, fireplace, checkers board, a 
particularly bouncy bed and picture of Mr. Herriman. Carrots can be 
hidden throughout the room. 


Duchess's pristinely kept bedroom should also be included and feature 
a trapdoor, which mysteriously places you on the highest balcony. 


Foster's should also have a garage somewhere in its recesses. Inside 
the garage would be the Foster’s bus, Madame Foster’s Trans-Am, 
Eduardo's tricycle, a pair of rocket cars, and the go-kart constructed by 
Bloo, Mac and Cheese. 
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1.3. ZONE MAP 


Forster's Home is a large interior space that that’s up about .5 square kilometers. It is surrounded by a relatively small exterior yard (within the gated 
grounds), which houses a number of interesting out buildings. 


W q | : i yI 
o 7 ~ 
et 7 KL - 
Observation ES SG 


deck Duchess i 
cee sre Stair game 





Upper floors 


TV Room 


Kitchen 


Basement 


Zone 1— Fosters Home map 


N 


CARTOON NETWORK 


2 area 1 — Main Level 


Details for the Main Level in Foster’s Home Zone 
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2.1. VISION/TONE 


The main level of Foster’s Home is where the player enters the zone. It 
should resemble the entry foyer of a large, old Victorian home. The 
Colors should reflect the colors of the series and the musical theme 
should be very reminiscent of the theme from the series. 


Along the wall the player character will see the photos of “Friend of the 
month.” These pictures can change on a regular basis and actually 
reflect the standings in the environmental puzzles that are in the zone. 


Lord Fuse is after all the friends in Fosters Home. He wants to kidnap 
all the Imaginary friends to figure out they are made. If he can figure it 
out, he can substitute his monsters for the friends and send them out to 
unsuspecting children everywhere. 
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2.2 MAP OF AREA 


The first floor is the primary communal living area for all of the residents. In addition to the rooms listed below, a stage/auditorium/movie theater might be 
added as well as a nurse's office. 


Clock Room 


y 
A 


TV Room 


Kitchen 


Harriman Officd 





First Floor 


2.3. AREA NARRATIVE 

It was a holiday and Jet had most of the day to play Park Project. He 
quickly finished off his PB&J sandwich and headed to the machine in 
the den. 

As he logged in, he immediately got a “tell” from Cowabunga. 

“Dude! Come over to Fosters! You gotta see this!” 


“OMW said Jett. 


Jet steps through the door and hears the familiar sounds of the theme 
from Foster's Home for Imaginary Friends. 


“Where are you, Cowabunga?” he calls. 

“Pm here! Did you bring any monster repellent?” 

“Yeah, | think | have some left,” Jett answers. 

“Cool, we’re gonna need it!” 

Jett walks past the door to the dining room. He glances in and catches 
sight of a cream pie that glows a strange reddish color being thrown ata 
monster. 

“What's up with the pies?” he asks. 

“Was it red? | think they microwaved it. Makes it do flame damage,” 
says Cowabunga. “If it’s making chirping noises, they put egg salad on it 
to make it fly farther.’ 

Jett walked into the kitchen to see Cowabunga standing there. 

“Pm glad you're here. I’ve already been to the nurse once. This is a 


tough one.” 


“What are we going?” asked Jett. 
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“We are gonna rescue Bloo!” said Cowabunga. 

“Sweet! I’ve been wanting a Bloo Nano forever!!” said Jett. “Here, take 
this.” He hands Cowabunga an aerosol can. It has a picture of an 
monster with a big red “NO” circle over it’s face. 

“Nice, this should really help,” says Cowabunga. 

They head into the pantry and down the dark stairs. They don’t get any 
further than the first turn when three monsters looking a lot like bunches 
of broccoli and cauliflower jump out at them. 


“Spray ‘em!” shouts Cowabunga. 


Jet pulls his aerosol can and blasts the nearest broccoli. It shrieks as 
the purple cloud engulfs it. 


“Nice,” said Cowabunga. “I hadn’t seen that reaction before!” 


“Hehehe.. neither had I! said Jett. “Lets see what it does to the next 
ones!” 


They head off deeper into the pantry. 


2.4. TYPICAL BLOCK 
<<<<< Mario>>>>>> 


2.5. SPECIFIC LOCATIONS 
Foyer — The player characters enter the zone through the Foyer. 
Friend of month wall — These are in the foyer of the house. This is 


actually a leader board that keeps track of who is leading in the various 
environmental puzzles in the house. 


Dining room — Oh no! The monsters are here and a food fight has 
broken out between them and the Friends and the player characters 
may join in the fight! 


Players can supplement any ammo that they get from loot drops here 
aby getting into the kitchen and using various items. The player 
characters gain points from what kinds of ammo they use and which of 
the monsters they hit with them. Things like marshmallows are easy to 
find and throw, but don't do a lot of damage. Rock candy is harder and 
does more damage, but is harder to find. Spaghetti can be used like a 
bollo, hurling meatballs at the monsters. 





Food fight game 


Kitchen —Here the player characters take the food based ammunition 
that they find in the dinning room and modifiy it. If they put the ammo in 
the refrigerator they will do a different type of damage than if they put it 
in the oven or the microwave. Or if they put pepper on it or honey, it also 
changes the effects of the ammo. However, they can only do one thing 
to the ammo, so they have to decide what type of effect they want to do. 


TV Room - this is the rec/tv room from the show. 


Clock room - The clock room is another well known 
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Pantry - leads down to the basement and is full of vegetable based 
monsters. 


Herriman’s’ office — Herriman’s desk sits in front of a series of large 
curtained windows. To one side sits a supply closet filled with nothing 
but busts of Madame Foster. Atop a small shelf high up on the wall is a 
box marked “Things an Imaginary Friend should Never Ever Touch.” 


2.6. HWAN-GYONG PUZZLE 


Friend of the Month wall — This wall is actually a leader board for the 
envirnomental puzzles in the zone. It is updated with pictures of the 
leaders on a regular basis 


Food Fight and Ammo — The food fight is ongoing in the dining room. 
The ammo they use is in the kitchen and the player character can 
change the characteristics of the ammo by using various appliances or 
spices that can be found in the kitchen. 
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3 area 2 — Upstairs 


Details for the Upstairs in the Fosters Home Zone 
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3.1. VISION/TONE 


The upstairs of Foster’s Home is where all the Friends’ bedrooms are. 
However, they haven't been a safe refuge from the monsters who are 
attempting to kidnap them and steal them away to Lord Fuse's 
laboratory. 


lt should be easy to tell to whom each room belongs. . Bloo, Wilt, Coco 
and Eduardo all share a room. Key elements here should be a bunk 
bed, a nest, a box of stuffed animals, a basketball hoop on the wall, a 
puppy crate and a framed desktop photo of Mac. 


Madame Foster's room should be grandmotherly with chintz curtains 
and flowered bedspread and have 


Players should have fun exploring the rooms and finding interesting 
things to do there. Only a brief number of rooms are listed here. There 
are many more character rooms as well as just strange and different 
decors, secret passages, strange storage rooms, stuffy attics, and 
exterior balconies and the like, though-out this “floor”. 


The musical theme and sound effects in each room should strongly 
evoke the Friend who lives in that room. So should the color and 
decors. It is perfectly acceptable to have the series theme serving as an 
underlying theme for the Friend's musical themes. 
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3.2. MAP 


This map does not capture the extent of the “Upstairs” of Fosters. The is the living quarters for all of the friends. It is a rambling maze of strange rooms, 
storage closets, dusty attics, and secret passages. You also can get to the roof and various balconies from this floor. 


Observation ) 
deck Duchess 
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Upper floors 


Fosters — Upstairs level 


3.3. AREA NARRATIVE 


KittyKat logged into the game. She only had about a half hour before 
she was going to have to get to bed, so she thought she'd spend a bit of 
it in Park Project. 


She walked up to the front door of Fosters and listened to the music. 
Foster's was her favorite show. She walked into the foyer and looked at 
the Friend of the Month pictures on the wall. She recognized one as a 
boy she'd done the Rainbow Monkey quests with. Seemed he was real 
good at the Go-Kart game. She have to ask him about that next time 
she saw him. 


She walked down the hall to the dumbwaiter in the wall. She jumped in 
and the doors whirred shut behind her. It rocketed off like a jet plane, 
dipping up and over and around until it came to a stop. She climbed out 
and found herself standing in the hallway. She walked down the hall 
checking the names on the door.. Eduardo, Bloo, Coco, Wilt... Madame 
Foster.. 


Ahh. . there was the one she wanted. Duchess’s room! She ducked in. 
The room looked like she expected. It was very ornate and overdone. 
She looked around for a moment then headed for the closet door. She 
opened it and found herself standing in front of a large ornate mirror. 
There were racks and racks and racks of clothes around her. Kittykat 
smiled and pulled out the polka dotted boa and the black shiny hat and 
the evening dress with the ruffles. This was gonna be a lot of fun! 


3.4. TYPICAL BLOCK 
<<<<< Mario>>>> 


3.5. SPICIFIC LOCATIONS 


The upstairs will contain many individual rooms for all of the various 
imaginary friends. Only a few rooms are listed herre. The Characters 
may or may not be found here and the Player Characters may receive 
missions to get a Nano of the particular Character. 
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Duchess room - Duchess's pristinely kept bedroom should also be 
included and feature a trapdoor, which mysteriously places you on the 
highest balcony. 


The Duchess hates anyone in her room, but there are some fantastic 
outfits in her closet. Player Characters may enter her dressing room and 
try on some of her outfits. They will see themselves in the mirror in the 
room. They may take pictures of themselves dressed up and put them 
in their room (when that feature is active). 


) http: //spacegirl.com - Spacegirl :: Dress Up Doll - Mozilla Firefox 





Bloo/Cocco/Wilt/Eduardo’s room -. Player characters who search the 
room, soon discover that the back of the closet is actually a door. The 
player characters enter to find themselves in the dark, dusty attic...just 
exactly the place Eduardo wouldn’t want to be. Players also find that the 
monsters have been here and have made the place quite dangerous. 


Observation deck — Getting to the observation deck at the top of the 
house isn’t as easy as it may seem. It is an platform style environmental 
puzzle that includes jumping to window ledges, climbing curtains, 
swinging on chandeliers until they get to the top. Once up there, there is 
a fountain that allows a player character to take a drink for a short-term 
buff. Players may then slide down a banister to get back to the bottom. 


Music room - filled with all sort of instruments. 


Madame Foster’s room — Madame Foster’s room should look a little 
cleaner and older then the others and include a rocking chair, fireplace, 
checkers board, a particularly bouncy bed and picture of Mr. Herriman. 
Carrots can be hidden throughout the room. 


Frankie’s Room - Frankie’s room’s main feature is her bed and a desk 
on which her computer and video camera sits. 


3.6. HWAN-GYONG PUZZLES 


Duchess’ Closet - In this location the player character may try on 
different silly outfits and take pictures in them. 


Coco’s Eggs - If the players bring Coco an ice- cream (either won in a 
game or purchased) Coco will lay and egg for them. The egg will 
contain random items in them. (we may wish to put this on a time 
limiter.) 


Observation Deck - This is an environmental puzzle that rewards the 
player character with a short term buff. 


Stairwell — Player Characters race each other or against an NPC as 
they slide down the stairs, avoiding obstacles and grabbing treats along 
the way. The one who makes it down with the highest score wins. 
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4 area 3 — The Basement 


Details for the Basement area in the Foster's Home Zone 
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4.1. VISION/TONE 


The basement is a spooky place, where Fuse and his minions are 
around every bend. The Basement is full of discarded and strange items 
from all sorts of imaginary friends. 
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4.2. MAP 


The basement is full of some of the more darker aspects of Fosters. 





Basement 


Foster’s - Basement 
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4.3. AREA NARRATIVE 
“Hey Cowabunga, what are you doing?” called Jett. 
“Im playing that water game in the basement in Foster's. What are you 
doing?” 
“You up for the Forbidden Door?” 
“The Scribbles? Maybe... I’m gonna need to get some more ammo for 
this slingshot, tho. I’m outta stink bombs. | might have some in my 
room.” 
“Well go check and then meet me there,” said Jet. 


“Sure thing,” said Cowabunga. 


Jet jumped onto the banister and slide down to the Basement. He liked 
the loop d’loop in the middle of the ride. 


He was just getting his Nanos ready when Cowabunga arrived at the 
door. 


“Ready!” he called. “You want some of this DumGum?” 

“Dun’no.. what’s it do?” 

“Makes you look really dumb.. but you get pretty strong.” 

“Sure! 

They both popped the gum into their mouths. With the sound of 
stretching elastic and a sharp POP sound, their faces morphed and 
changed. 

“Hey! We look like Billy!” laughed Jet. 


“Yup, can't get much dumber than that!” said Cowabunga. “Let's go!” 


Jet and Cowabunga walked through the door. Just inside they found a 
worried looking Madame Foster. She told the boys that the monsters 
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had let the Scribbles out of the Forbidden Room and now they were lost 
in the Labyrinth. She asked if they could help lead them out safely. 


The two accepted the quest and headed into the Labyrinth. 
“Hey,” said Cowabunga. “My map isn’t working!” 
“Heheh, yup,” said Jet. “Thats why they call it a Labyrinth!” 


They went a bit further, quickly dispatching two small monsters that 
looked like little goblins. 


As they rounded a corner, they heard the distinctive “boink boink boink” 
of bouncing scribbles. A bit further on and the Scribbles came into sight. 
They immediately bounced up to the two Player characters and wiggled 
in delight. 


“I think they are happy to see us!” said Cowabunga. 


“Yeah, but now we gotta get ‘em out!” said Jet, “and keep ‘em safe too!” 
They started back toward the door. 


“But which way is out?” said Cowabunga. 


“This way, | think,” said Jet. He checked his Nanos and made sure his 
Mustard Gun was ready. They had only gone a little ways when they 
were ambushed by two large monsters. Cowabunga fired his Sling shot 
with Stink bombs. He got a direct hit and the monster was covered ina 
yellow stinky cloud. His Nano jumped in and did additional damage to 
the incapacitated monster. 


Jet turned his Mustard Gun on the next ELCs. The hot mustard slowed 
the monster down, but didn’t stop it. It was on a direct course for the 
Scribbles. 

“Protect the Scribbles!” hollered Jet. 


“Yup!” called Cowabunga. “On it!” 


The battle was heated and they lost one Scribble, but they managed to 
fight off the monsters. 


“How many of these we gotta save?” asked Cowabunga. 
“Ten,” said Jet. 


“This IS gonna be tough,” said Cowabunga. “Glad | brought along some 
Green Screamers for the sling shot!” 


Jet grinned. “Told ya!. Now let’s go!” 


4.4 TYPICAL BLOCK 
<<<< Mario>>>>>> 


4.5. MAP LOCATIONS OVERVIEW 


H20 tank/pool — The water tank holding all the water-based imaginary 
friends is now filled with monsters! 


Forbidden Door — there is a door here marked “Forbidden — Do Not 
Open” and, of course, it is standing wide open. If the player characters 
enter this room they will find it to look very much like a kindergarten 
schoolroom. They will also find monsters here. 


Labyrinth — Deep in the lowest level of the basement is the Labyrinth. 
Madame Foster herself got lost here and subsided only on acorns and 
toothpaste for three days. When the player characters arrive, they find 
Madame Foster standing just inside the door. She tells the player 
character that someone has opened the Forbidden Door and let the 
Scribbles out. It is up to the players to find the scribbles and escort them 
out. This is not as easy as it sounds because the monsters are also 
down here and will try to keep the player characters from leaving safely. 
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Labyrinth 


4.6. HWAN-GYONG PUZZLES 


Beauty parlor — The Duchess would never be without her own personal 
beauty parlor! Player Characters may come here to change the 
appearance of their character. 





customize your character 
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5 area 4- The Yard 


Details for the Back Yard in the Foster's Home Zone 
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5.1. VISION/TONE 


Around Foster’s Home for Imaginary Friends is the yard. Here Wilt 
practices his basketball and Terrance tears around the track in his 
souped up go-kart. Player characters may also help take care of the 
imaginary pets or ride the imaginary horses. 


The Backyard of Fosters is an outdoor area and the musical theme 
should carry that on. Additionally there should be animal noises as there 
is a kennel and a horse stable located here. 


Once again, the Fusions are attempting to capture the Friends so that 
Lord Fuse can find out how to replicate them. Then he plans to send 
monsters and Fusions out in their places to unsuspecting kids around 
the world. 
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5.2. MAP 


The yard surrounds Forests home. It is a heavily landscaped area with paths through woods and hedge mazes, to various types of out buildings. 
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5.3. AREA NARRATIVE 


It was Fourth of July weekend and Jet's mom and dad were letting him 
stay up late because it was a three day weekend. He checked in friends 
list. Neither Cowabunga nor KittyKat were on. He opened his list of 
quests, but didn’t see anything that caught his attention. So he decided 
to try and find one that was interesting to him. 


He always liked Foster’s so he headed off for there. 


Upon entering the yard he wandered the back paths and found a 
stables and a very worried looking Numbah Two. 


“I’m afraid | can’t help you much today,” said Numbah Two. “Eduardo 
isn't here to take care of the animals, so I’m trying to pitch. But I’m out of 
food! Can you help?” 

Jet accepted the quest. 

“Great! You can get the food over by the go-karts,” said Numbah Two. 
When Jet arrived at the Go-Kart track he found Terrance standing there. 
“Hey weasel brain,” said Terrance. “Wanna race?” 

“Sure,” said Jet. 


“All right!” said Terrance, “Prepare to be defeated!” 


Jet and Terrance got into their go-karts. The lights flicked red, then 
yellow. 


When it turned green, Jet raced down the strip. At first it was a straight 
forward race, nothing too difficult. Then suddenly, out of no where, a 
huge greenish monster with wheels where its hands and feet should be, 
raced up beside him and sideswiped him. 


*Whoa!” he hollered and his car spun to the side. He heard Terrance 
laugh. 


“Gotta watch those things, noob!” taunted Terrance. 


ON, 


CARTOON NETWORK 


Jet pulled his cart back onto the track. As he did, he spotted the yellow 
polka dotted flowers that blinked brightly. An! He thought. Pet food! He 
deftly avoided the wheeled monster again and drove over the flower to 
pick it up. “DING!” his counter indicated one successful pick up. 


Only 9 more to go and he’d have a mount. 


5.4. TYPICAL BLOCK 


<<<< Mario>>>> 


5.5. LOCATION SPECIFICS 


Garage - In the Garage is Madame's Foster's 1970's era Firebird as 
well as a couple other interesting vehicles. Player characters may 
choose a car and race on a wacky go-kart track. But beware the 
monsters, they will attempt to keep you from winning! 


Depending on the transportation rules players might be able to 
purchase various types of vehicles here. 


Greenhouse - The plants here are most unusual and are sentient. 
Player characters can help rid the plants of the pesky insects that have 
made their home in the leaves and branches of the plants. 


Pond — Imaginary fish swim in this pond. 


Stable -There are imaginary horses and other mounts in the stables. 
Because these horses are imaginary, they can be unicorns or purple 
with pink manes. Players can take the horse out to ride on various 
types of course. Depending on the transportation design, players might 
be able to purchase horses here. 





Horse riding game 


Cellar Door — Behind the cellar door is a spooky area that is dark and 
filled with cobwebs and dust. However, if the player characters look 
closely, they will see a set of footprints going down the stairs into the 
cellar. If they choose to follow the footprints down, they will discover 
they end at what appears to be a blank wall. If they hunt around a bit, 
they will find an old torch sconce on the wall. One tug will bring the 
secret door open, revealing a dark passage way. 


This passage way leads down to the old Crypts underneath the house. 
These are ancient old crypts have been here for much longer than the 
house. Once down here, the player characters find themselves battling 
monsters that resemble traditional Halloween creatures — goblins, 
ghosts and vampires. 
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5.6. HWAN-GYONG PUZZLES 


House riding game — Player characters can groom, feed and ride and 
race imaginary horses. 


Go Cart Track —. Coupled with the Foster Garage, which include many 
of the show vehicles, the go kart trak lets players try out various 
vehicles. Player characters may choose to race around a go kart track 
filled with jumps, moving platforms and other interesting challenges. 


Plant invaders — In this space-invaders style environmental puzzle, that 
takes place in the greenhouse. Players shoot bugs that want to attack 
the plants in the greenhouse. 


